classroom. The energy KAs inject into sessions can keep students focused on dynamic group activities and engage them in their learning while creating a positive impression and experience of the library and librarians, especially important for students just starting out in college.
Fortunately, librarians have created many classroom activities that happen to involve physical movement, perhaps using other active learning techniques like game theory, interactive techniques, flipped classroom methods, or inquiry-based learning. Librarians should reflect on these activities by shifting focus onto their movement-based characteristics, consider ways to optimize their kinesthetic properties, and share ideas for new KAs. This article presents a variety of specific, real world examples of KA-powered library teaching. In the recent article, "Ditching the Desks," Mobley and Fisher (2014) offer their fellow social science professors a concise selection of KA ideas that the two authors had used themselves, witnessed colleagues use, or participated in when they were college students. This article follows the same approach.
General Tips on Using KAs in the Classroom
Despite the obvious benefits, KAs are more appropriate to use with some groups of students than others.
Motion-based activities lend themselves to fun, spirited games that are an excellent way to introduce material to firstyear students. Before having your students jump up from their seats, consider these tips when using KAs:
• Experiment with a simple KA near the start of the session. If students respond positively, continue with additional activities. If apathetically or negatively, use other methods.
• Some topics and concepts lend themselves more easily to KAs than others. Focus on the best pedagogy, kinesthetic or otherwise, to achieve your learning objectives.
• Although KAs can spice up dull instruction, they must serve a clear purpose and contribute to your learning objectives. Use KAs sparingly and appropriately.
• KAs often involve large numbers of students jostling around the room, which can feel chaotic and difficult to manage if you have never tried the activity before! If a new activity feels daunting, consider co-teaching with another librarian in a trial run.
• Every class has its own dynamic, and KAs can easily lose their pedagogical focus with certain audiences.
Include post-activity discussions with the class or in small groups to help students remember the goal of the activity and put the learning objectives into context. Group discussions can help you assess the class' IL needs.
• Assess your KAs to see how effectively they meet your learning objectives and modify accordingly.
• Always consider how to modify the KA so it can accommodate students with any type of limitation.
Eight Ideas for Incorporating KAs into IL Instruction
These KAs reflect our experiences as well as observations or notes from seasoned colleagues who have created effective kinesthetic IL activities. While we did not create each of these activities from scratch, we have used and adapted these techniques through trial and error. Each category is meant as a general template for implementing KAs, not as a specific lesson plan. Most can be easily adapted to your content and fit within a typical 50-minute one-shot session. For each KA, we include a sample of books and articles for "Further Inspiration" that exemplify versions of these activities.
Relay Races
Relay racing is a team-based approach that can be used in many ways to engage students in IL instruction.
Whether it is familiarizing students with tools within library databases (e.g., How can you email an article to yourself from the database?) or quizzing students on skills taught during the session (e.g., I am researching the effects of marijuana legalization on adolescent youth. What are the main search terms from this research question?), the relay race model can add a fun, competitive edge while also providing informal, in-class assessment.
Start the race by dividing students into teams and putting piles of activity cards for each team on a table in front of the class. Instruct the teams to complete the activities on the cards one card at a time by "racing" back and forth from the table-turning in their completed card and taking a new card-until they have finished the entire pile.
Tips for relay races:
• Prepare cards with your questions or activities ahead of time.
• Number the questions so you can hand them out successively.
• Laminate cards, so they can be used in multiple sessions and survive fast-paced use.
• Color code cards for each team to help distinguish which group needs which card.
• Ask teams to assign a "runner" and a "recorder," so there is organized chaos.
• Leave a few minutes at the end of class to review answers and cover concepts that gave students trouble.
• Offer prizes in the form of swag or candy! 
Further Inspiration

Scavenger Hunts
In today's world of digital information, students often sit inertly at a computer during an IL session.
Incorporate a scavenger hunt to keep the blood flowing and help students learn about electronic and print collections.
Ask students to locate articles from databases, facts from your website, books from your collections, and service points within the physical library.
Tips for scavenger hunts:
• Consider pop culture themes like Monopoly, Zombie Attack, Survivor, The Amazing Race, and sports to tie the activity together -an approach especially helpful for classes with no course assignment.
• Avoid activities that may stimulate movement but lack a clear learning purpose (e.g., Having students count the number of stairs between the 2nd and 3rd floors of the library or dash to the stacks to hunt for a book with an orange cover).
• Test-drive the scavenger hunt by asking student workers to test it. Fix any bugs, and note how much time each activity takes.
• Tap into the knowledge of your upperclassmen student workers! Ask what they wish they would have known as freshman or which services other students do not know about but would find helpful. Perhaps have your student workers create scavenger hunt activities, since they have an excellent perspective as both students and library employees.
• If you are short on time, encourage teams to divide the tasks to speed up the hunt! • Give students a time limit and stagger the order of each group's scavenger activity, so 30 students are not in the same location.
• Instruct students to return to the room a few minutes before the end of class even if they are not finished with all activities, so the class can have a wrap-up discussion. If the activities are staggered, at least one group can address each activity.
• Coordinate the hunt with a faculty member.
• Award prizes to all groups who complete most of the activities. The Indiana Jones Approach Indiana Jones, who circled the globe digging up artifacts, inspires this KA that fosters evaluative skills, allowing students to explore physical spaces and manipulate objects. Arrange a themed display on a topic (or use your library's special collections or archives). For example, if the class is researching the American Civil War, create a handson exhibit with "artifacts" about the conflict, including books, DVDs, posters, as well as printouts of historic newspaper articles, political cartoons, photos, pamphlets, and diary excerpts. Arrange the sources over a large area or room with some items on high shelves and some on low shelves to encourage students to walk around, stoop down, stand up, engage with items, and interact with each other. Direct students to circulate around the "excavation," unearth interesting artifacts, create citations, or write an impromptu reaction paper.
Further Inspiration
Tips for the Indiana Jones approach:
• Offer a rubric that students can use to evaluate artifacts, asking them to discuss format, time period, bias, authority, accuracy, and relevance. The American Social History Productions' website, History Matters, cited below offers many analysis questions that you can adapt.
• Group artifacts by theme or time period.
• Pair artifacts that offer opposing viewpoints to spark critical thinking.
• Bookmark relevant content in books or magazines.
• Tell students to skim books or watch a few minutes of a video to form a quick reaction.
• Consider allowing students to work in teams on one artifact to increase engagement.
• Ask the course instructor to connect a larger class project to the activity (e.g., One instructor directed her students to use their artifact reaction papers as springboards for their formal research papers). • Give yourself time to set up the classroom.
• Thoughtfully choose the questions or prompts, such as all having a unifying theme or practical use, whether assessing prior knowledge or brainstorming search terms.
• Ensure students are able to read and respond but do not have to linger at the stations.
• Leave time for a large group discussion after the activity. This wrap-up allows you to clarify any muddy points and students to hear the thoughts of their peers. 
Drawing
Drawing is a common KA used in K-12 classrooms to keep students engaged and can be used creatively in many learning activities. Academic librarians can also leverage the tactile experience of drawing in the IL classroom.
For example, ask students to draw a concept map to develop their topic or have them draw pictures in response to information literacy questions. Brier and Lebbin (2015) provide specific examples of these questions and reproductions of student drawings.
Tips for Drawing:
• Divide students into groups, give each group a topic, and ask them to a draw on one of the large flipcharts around the room.
• Encourage students to draw pictures and text boxes on concept maps.
• Assign a database as a topic to each group. Ask groups to draw a picture symbolizing the content of that database (e.g., A group once drew a picture of a teacher to represent ERIC).
• Ask students to explain the differences between scholarly and popular sources by drawing the answers.
Brain Breaks
Brain breaks allow students to do a fun, physical activity for a few moments; often the activity has some relevance to the class topic. In long instruction sessions, giving the gray matter a breather can help material sink in with students. In fact, experts explain brain breaks allow "the hippocampus (the part of the brain that is responsible for the conversion of working memory to long-term memory) the opportunity to process and consolidate the content that was previously taught" (Lengel & Kuczala, 2010, p. 65) . In short sessions, a brain break can reinvigorate a class that has become dull and give you a chance to address individual questions while the rest of the class gets some mental refreshment.
Tips for brain breaks:
• Keep brain breaks short, no more than three minutes.
• Consider simple, traditional games like paper-rock-scissors that are easy, fast, and do not require much explanation, since most people are already familiar with the rules.
• Make statements about the concepts you have taught. Ask students to go to one side of a room if they strongly agree, the opposite side if they strongly disagree, and somewhere in the middle if they kind of agree or disagree (i.e., human Likert scales).
• Lead a game of Search Term Taboo or Library Term Taboo. Give one student a card with a main word at the top, and a list of five more words that they cannot call out to the group who will try to guess the main word. This game can help students consider keyword choices when searching or recall important parts or terms related to the library.
• Pre-arrange to have balloons lying around the classroom. Allow students to toss the balloons back and forth for a few minutes while you walk around and answer questions.
• Encourage students to applaud each other in creative ways at various points in the session as mini-breaks. Ask individuals to answer questions or share their searches, and then ask the class to applaud them with hand-clapping, giving two-thumbs up, having students give high-fives to a neighbor, raising fists (like at a ball game), or doing "the wave" around the classroom. Get 
Conclusion
This menu of KAs will hopefully inspire librarians to evaluate and modify their current IL activities in order to leverage the many benefits of kinesthetic learning. From enhanced learning outcomes to retaining students' attention by adding an element of fun, KAs may be the ultimate form of active learning. Few things grab student attention more than putting a class in motion, creating a positive classroom experience for both instructors and learners. Activities like relay races and themed scavenger hunts offer ways to supercharge IL learning and activate both the mental and physical processes of learning! In a day often packed with multiple courses, pumping the brain with fresh oxygen through creative applauses or allowing for short brain breaks helps students refresh themselves, so they can better absorb key concepts while also counteracting library anxiety with a little levity. Card games, artifact analysis, drawing, and other KAs also help students absorb and remember the concepts they learned by using their full range of learning mediums: visual, auditory, and tactile. Using KAs increases engagement with the learning material and sets a tone for
